ALCHEMIST 


While not naturally gifted with the arcane, the alchemist has studied and deconstructed the ways spells are made. 


NY THE ALCHEMIST 


Proficiency 
Level Bonus Features 
Ist +2 Spellcasting, Reverse Engineer 


2nd +2 Sponsorship 

3rd +2 Ability Score Improvement 

Ath +2 Transmutation 

5th +3 Black Market Connections 

6th +3 Sponsorship feature, Alchemize 
7th +3 Medicinal Brew 


Cantrips Fabricate Fabrication 
Known Level Points 


8th +3 Ability Score Improvement, Black Market Connections 


feature 
9th +4 Alchemize feature 


10th +4 


11th +4 Sponsorship feature, Black Market Connections feature 


12th +4 Ability Score Improvement, Alchemize feature 


13th +5 Medicinal Brew feature 


14th +5 Black Market Connections feature 


15th +5 Ability Score Improvement, Alchemize feature 


16th +5 
17th +6 Black Market Connections feature 


18th +6 Ability Score Improvement 
19th +6 


20th +6 Mana Infusion, Black Market Connections feature 


CLASS FEATURES 


As an alchemist, you gain the following class features: 


Hit PoINtTs 


Hit Dice: 1d8 per alchemist level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per alchmist level after 1st 


PROFICIENCIES 


Armor: Light Armor, Shields 

Weapons: Darts, Blowgun, Slings, Simple Weapons 

Tools: Alchemist’s Supplies and one type of artisan’s 
tools of your choice 

Saving Throws: Intelligence, Wisdom 

Skills: Choose two from Medicine, Arcana, 
Intimidation, Survival, and Investigation 
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SPELLCASTING ABILITY 


Spell save DC = § + your proficiency bonus + your 
spellcasting modifier 


Spell attack modifier = your proficiency bonus + your 
spellcasting modifier 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) an explorer’s pack or (b) a dungeoneer’s pack 

e Alchemy kit which includes a notebook (arcane 
focus), vials, scales, wooden spoon, mixing bowl 

e 2 level one spell scrolls from your choice from the 
evocation, necromancy, or abjuration spell school 

e Studded Leather Armor, a shield, and any simple 
weapon 


SPELLCASTING 


Drawing from the arcane knowledge gained from your 
personal studies and experimentation you are able to 
create spells using the gathered ingredients you keep on 
hand. Building upon the breakthroughs of your tutor or 
starting your work from scratch to sate your own 
burning curiosity. 


Starting at first level you choose between Wisdom, 
Charisma, or Intelligence to be your spellcasting 
modifier. 


CANTRIPS 


At 1st level, you know three cantrips from the Alchemist 
spell list. You learn additional alchemist cantrips of 
choice of your choice at higher levels, as shown in the 
Cantrips Known column of the Alchemist table. As well 
as being able to exchange these cantrips for new ones 
after each long rest so long as all cantrips known are 
from the alchemist spell list. 


REVERSE ENGINEER 


Starting at 1st level, if you have a spell scroll, you may 
destroy it over the course of an hour to copy the formula 
for the spell in your notebook. 

The number of spells you may have copied in your 
notebook at any time is equal to your Alchemist level 
times 2. If the number of learned spells in the notebook 
ever exceeds this limit then the Alchemist has to 
crumple up and discard (destroy) any spells irrelevant to 
their research until the limit is reached. 


FABRICATE 


Alchemists are not naturally gifted in the arcane, only 
able to cast cantrips at most after many years of 
practice. Instead supplementing their arsenal with 
spells gained from exploring the world for the most 
wondrous, exotic, and potent spells then rebuilding 
them from scratch. 


Starting at level 1, you have a maximum of 4 
Fabrication Points and increase this maximum by 2 for 
every additional level in the Alchemist class. Fabrication 
Points are refreshed back up to full after each long rest. 


The spells copied in your notebook can be created and 
stored in vials from your Alchemy Kit. Spells created 
this way last for 24 hours before the magic in them 
loses potency and become a useless and harmless mess 
of water and alchemical ingredients. These spell vials 
can be cast by anyone holding them whenever the spells 
contained within them can normally be cast. 


ALCHEMIST’S VIAL BY 
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Fabricated spells can be created and cast up to your 
current Fabricate level. Creating spells above their base 
level does cast them at the level in which they where 
created (Example- For each level above the 1st that you 
Fabricate the Inflict Wounds spell, it deals an additional 
d10 damage per hit. For each level above the 3rd that 
you Fabricate the Fireball spell, it deals an additional d6 
damage) 


Fabricating spells takes a total of 1 minute per the 
spell’s level and cost a number of Fabrication Points 
equal to the amount shown on the chart below. 


FABRICATION CHART 


Spell Level Fabrication Points Cost 
1 -2 
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For example, as a level 4 alchemist, you have a 
Fabricate Level of 2, meaning you can create a level 2 
spells. Also at level 4, you have 10 Fabrication Points. 
Creating a spell, such as Invisibility, would cost you 3 of 
your 10 Fabrication Points and take two minutes to do 
so. Creating a Ist level spell at the 2nd level, such as 
Charm Person, would also take 3 Fabrication Points. 


SPONSORSHIP 


At level 2, you get to choose who sponsors your studies 
in the belief that you will succeed. These offer a great 
boon, but come at the cost of owing them a massive 
debt that is expected to be repaid. Choose one of the 
following: 


FAMILY TIES 


A wealthy individual within your bloodline saw your 
potential and is using their family coffers to provide a 
constant funnel of the highest quality ingredients and 
tools. 


e Once per long rest as an action you may create two 
1st level spell vials without spending any Fabrication 
Points. 

e At level 6, as an action you may create two 2nd level 
spell vials without expending any Fabrication Points. 
This effect can only be used once per long rest. 

e At level 11, spells of 3rd level or less cost 1 less 
Fabrication Point to create. 


FIREBRAND 


An evil aligned dragon or a demon grants you a sliver of 
their power in exchange for your future service as one of 
their minions for schemes unknown. 


e Upon taking this sponsor, you may add up to three 
Evocation spells of any class or level to your 
notebook with level less than your current 
Fabrication Level. Additionally, the first 2 Evocation 
spell vials you create per long rest cost 1 less 
Fabrication Point. 

e At level 6, whenever an Evocation spell you cast 
reduces a hostile creature’s hit points to zero, you 
gain temporary hit points equal to your spellcasting 
modifier + your Alchemist level. 

e At level 11, spells and cantrips that you cast deal 
additional fire damage equal to your spellcasting 
modifier + your proficiency bonus. 


CROWN 


A local noble of meaningful rank lost their previous 
Alchemist for reasons unknown and has taken you 
under their wing as a replacement for the absent role 
within their royal court. 


e Upon taking this sponsorship, you learn 2 additional 
languages and gain 1 skill proficiency. If you already 
have proficiency in that skill, it becomes an 
expertise. 

e At level 6, you can attack twice instead of once 
whenever you take the attack action, and gain 
proficiency in medium armor. 

e At level 11, up to 4 points are distributed to your 
base ability scores as you choose. Ability scores may 
be increased up to 22 in this way. 


TRANSMUTATION 


At 4th level melting down precious metals and fusing 
them together into something more useful for the task 
at hand now comes seamlessly to you. 


You may spend the free time during your short rest to 
smelt any amount of precious metals or gems of worth 
equal to 1000 gold or less into gems or gold coins with 
worth equal to or less than ingredients put into this 
process. 


BLACK MARKET CONNECTIONS 


Upon reaching level 5, you’ve developed enough 
connections through your work and travels to advance 
your work through more illicit means. You acquire four 
2nd level spell scrolls of your choice from the Druid, 
Cleric, or Wizard spell lists. At higher levels, you will be 
able to acquire even more spell scrolls: 


e Upon reaching level 8, you acquire two 3rd level 
spell scrolls of your choice from the Evocation, 
Necromancy, or Abjuration spell school. 

e Upon reaching level 11, you acquire two 4th level 
spell scrolls of your choice from the Druid, Cleric, or 
Wizard spell lists. 

e Upon reaching level 14, you acquire two 5th level 
spell scrolls of your choice from the Evocation, 
Necromancy, or Abjuration spell school. 

e Upon reaching level 17, you acquire two 6th level 
spell scrolls from any class or school of magic. 

e Upon reaching level 20, you acquire two 7th level 
spell scrolls from any class or school of magic. 


ALCHEMIZE 


Starting at 6th level, you may use an action to coat the 
weapon or arcane focus of a willing creature with toxins 
infused with elemental properties. Attacks made and 
spells cast with the coated weapon or arcane focus do 
an additional D6 additional damage according to which 
formula you put on them. The effects of Alchemize last 
for 10 minutes and can be used a number of times equal 
to your proficiency bonus per long rest. 


At higher levels, the damage done by your alchemical 
coatings increases by another D6 of their respective 
types at level 9, 12, and 15. (At 15th level, it would be 
4d6 a bonus) 


FORMULA LIST 


Ingredient Damage Type 
Eraser Compound Acid 
Storm Giant’s Blood Thunder 
Glitter Bomb Radiant 
Ghost pepper Fire 
Ammonium Nitrate Cold 


Snake Venom Poison 
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MEDICINAL BREW 


Starting at level 7, you’re now familiar with the dangers 
of this world and have developed countermeasures to 
them. As a bonus action, you may safeguard a willing 
creature with a special brew, giving it resistance to one 
type of damage of your choice for one minute. A 
creature can only be under the effect of one brew at a 
time. This ability can be used a number of times equal 
to your proficiency bonus per long rest. 


Starting at 13th level, you’ve created a much more 
potent brew that you can give to allies without side 
effects. Once per long rest, as an action, you may 
safeguard a willing creature with this potent brew, 
giving it immunity to one damage type of your choice for 
one minute. 


MANA INFUSION 


At level 20, you are now a master of your studies. You’re 
now confident and competent enough with arcane 
chemicals to apply them to your field work more boldly. 
At the end of each long rest you may apply to yourself 
one of these brews that last until your next long rest. 


¢ Polymorphed Scales. The AC bonus gained from 
your Dexterity modifier is doubled. 

e Hastened Blood. Your movement speed is increased 
by 30. Cantrips and spell vials you cast may be cast 
as a bonus action. 

¢ Elixir of Immortality. Gain temporary health equal to 
your maximum HP. 

e Philosopher’s Stone. As an action, you may create a 
6th and 7th level spell vial without expending any 
Fabrication Points. This effect can only be used once 
per long rest. 


ALCHEMIST SPELL LIST 


CANTRIPS KNOWN 


Spell Name School Casting Time 
Control Flames Transmutation 1 Action 
Dancing Lights Evocation 1 Action 
Green-Flame Blade Evocation 1 Action 
Invigorating Brew Transmutation 1 Action 

Light Evocation 1 Action 

Mage Hand Conjuration 1 Action 
Magic Stone Transmutation 1 Bonus Action 
Mini-Molotov Transmutation 1 Action 
Mending Transmutation 1 Minute 
Mold Earth Transmutation 1 Action 
Message Transmutation 1 Action 

Minor Illusion IIlusion 1 Action 
Produce Flame Conjuration 1 Action 
Shape Water Transmutation 1 Action 
Shillelagh Transmutation 1 Bonus Action 


Strength Sapper 


Transmutation 


1 Action 


Range Duration Components 
60 Feet Instantaneous or 1 hour Ss 

120 feet Concentration up to 1 minute V, S, M 
Self Instantaneous S,M 
Touch Concentration up to 5 minutes M 
Touch 1 hour V, M 
30 feet 1 minute VS 
Touch 1 minute V,S 
30 feet Instantaneous M 
Touch Instantaneous V, S, M 
30 feet Instantaneous or 1 hour S 

120 feet 1 round V,S,M 
30 feet 1 minute Ss, M 
Self 10 minutes V,S 

30 feet Instantaneous or 1 hour S 
Touch 1 minute V,S,M 
Touch 1 round M 


ALCHEMIST SPECIFIC SPELLS 


INVIGORATING BREW 


Cantrip, Transmutation 


Casting Time: 1 action 

Range: Touch 

Components: M (a vial containing medicinal herbs and 
water) 

Duration: Concentration up to 5 minutes 


You pour an experimental brew onto a willing creature 

that you are certain will override their shortcomings. 
Any creature affected by this spell adds +1 to any 

ability check, initiative, and attack rolls they make. 


MINI-MOLOTOV 


Cantrip, Transmutation 


Casting Time: 1 action 

Range: 30 feet 

Components: M (a vial containing flint & gunpowder, a 
vial containing oil) 

Duration: Instantaneous 


You throw two vials. One filled with explosive liquid and 
the other filled with flint and gunpowder at a single 
target. That target and any creatures within 5 feet of 
that target make a dexterity save. Any creatures that fail 
the save take 1d6 acid damage and 1d6 fire damage. 


At Higher Levels: The spell’s damage increases by 1d6 
acid and 1d6 fire damage when you reach level 5 (2d6 
acid, 2d6 fire), level 11 (3d6 acid, 3d6 fire), and level 17 
(4d6 acid, 4d6 fire). 


STRENGTH SAPPER 


Cantrip, Transmutation 


Casting Time: 1 action 

Range: Touch 

Components: M (a vial containing vinegar) 
Duration: 1 round 


You pour a dissolvent solution on a creature that you 
can reach. The creature must make a Constitution 
saving throw. On a failed save it’s AC is lowered by 1 to 
a minimum of 10 until the end of your next turn. A 
creature can only be affected by one instance of Sapper 
at a time. 


At Higher Levels: The AC lowered by this spell 
increases by 1 when you reach level 5 (-2 AC), level 11 
(-3 AC), and level 17 (--4 AC). 


